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INTRODUCTION 


Alignment is a way of describing the moral code of a creature. These rules are for use with the Basic Fantasy Role- 
Playing Game rules. If you do not already have a copy of the Basic Fantasy RPG rules, please visit the website and 


download a copy. 


Basics of Alignment 


A creature’s general moral and personal attitudes are 
represented by its alignment: lawful good, neutral good, 
chaotic good, lawful neutral, neutral, chaotic neutral, 
lawful evil, neutral evil, or chaotic evil. 


Depending on the campaign, the GM may require that 
players choose an alignment for their characters. 


Alignment is a tool for developing your character’s 
identity. It is not a straitjacket for restricting your 
character. Each alignment represents a broad range of 
personality types or personal philosophies, so two 
characters of the same alignment can still be quite 
different from each other. In addition, few people are 
completely consistent. 


Good vs. Evil 


Good characters and creatures protect innocent life. Evil 
characters and creatures debase or destroy innocent life, 
whether for fun or profit. 


“Good” implies altruism, respect for life, and a concern 
for the dignity of sentient beings. Good characters make 
personal sacrifices to help others. 


“Evil” implies hurting, oppressing, and kiling others. 
Some evil creatures simply have no compassion for 
others and kill without qualms if doing so is convenient. 
Others actively pursue evil, killing for sport or out of duty 
to some evil deity or master. 


People who are neutral with respect to good and evil 
have compunctions against killing the innocent but lack 
the commitment to make sacrifices to protect or help 
others. Neutral people are committed to others by 
personal relationships. 


Being good or evil can be a conscious choice. For most 
people, though, being good or evil is an attitude that one 
recognizes but does not choose. Being neutral on the 
good—evil axis usually represents a lack of commitment 
one way or the other, but for some it represents a positive 
commitment to a balanced view. While acknowledging 


that good and evil are objective states, not just opinions, 
these folk maintain that a balance between the two is the 
proper place for people, or at least for them. 


Animals and other creatures incapable of moral action are 
neutral rather than good or evil. Even deadly vipers and 
tigers that eat people are neutral because they lack the 
capacity for morally right or wrong behavior. 


Law vs. Chaos 


Lawful characters tell the truth, keep their word, respect 
authority, honor tradition, and judge those who fall short 
of their duties. Chaotic characters follow their 
consciences, resent being told what to do, favor new 
ideas over tradition, and do what they promise if they feel 
like it. 


“Law” implies honor, trustworthiness, obedience to 
authority, and reliability. On the downside, lawfulness can 
include close-mindedness, reactionary adherence to 
tradition, judgmentalness, and a lack of adaptability. 
Those who consciously promote lawfulness say that only 
lawful behavior creates a society in which people can 
depend on each other and make the right decisions in full 
confidence that others will act as they should. 


“Chaos” implies freedom, adaptability, and flexibility. On 
the downside, chaos can include recklessness, resentment 
toward legitimate authority, arbitrary actions, and 
irresponsibility. Those who promote chaotic behavior say 
that only unfettered personal freedom allows people to 
express themselves fully and lets society benefit from the 
potential that its individuals have within them. 


Someone who is neutral with respect to law and chaos 
has a normal respect for authority and feels neither a 
compulsion to obey nor a compulsion to rebel. She is 
honest but can be tempted into lying or deceiving others. 


Devotion to law or chaos may be a conscious choice, but 
more often it is a personality trait that is recognized rather 
than being chosen. Neutrality on the lawful—chaotic axis is 
usually simply a middle state, a state of not feeling 
compelled toward one side or the other. Some few such 
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neutrals, however, espouse neutrality as superior to law 
or chaos, regarding each as an extreme with its own blind 
spots and drawbacks. 


Animals and other creatures incapable of moral action are 
neutral. Dogs may be obedient and cats free-spirited, but 
they do not have the moral capacity to be truly lawful or 
chaotic. 


The Nine Alignments 


Nine distinct alignments define all the possible 
combinations of the lawful—chaotic axis with the good— 
evil axis. Each alignment description below depicts a 
typical character of that alignment. Remember that 
individuals vary from this norm, and that a given 
character may act more or less in accord with his or her 
alignment from day to day. Use these descriptions as 
guidelines, not as scripts. 


The first six alignments, lawful good through chaotic 
neutral, are the standard alignments for player characters. 
The three evil alignments are for monsters and villains. 


Lawful Good, “Crusader”: A lawful good character acts 
as a good person is expected or required to act. She 
combines a commitment to oppose evil with the discipline 
to fight relentlessly. She tells the truth, keeps her word, 
helps those in need, and speaks out against injustice. A 
lawful good character hates to see the guilty go 
unpunished. 


Lawful good is the best alignment you can be because it 
combines honor and compassion. 


Neutral Good, “Benefactor”: A neutral good character 
does the best that a good person can do. He is devoted to 
helping others. He works with kings and magistrates but 
does not feel beholden to them. 


Neutral good is the best alignment you can be because it 
means doing what is good without bias for or against 
order. 


Chaotic Good, “Rebel”: A chaotic good character acts 
as his conscience directs him with little regard for what 
others expect of him. He makes his own way, but he’s 
kind and benevolent. He believes in goodness and right 
but has little use for laws and regulations. He hates it 
when people try to intimidate others and tell them what to 
do. He follows his own moral compass, which, although 
good, may not agree with that of society. 


Chaotic good is the best alignment you can be because it 
combines a good heart with a free spirit. 
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Lawful Neutral, “Judge”: A lawful neutral character acts 
as law, tradition, or a personal code directs her. Order 
and organization are paramount to her. She may believe 
in personal order and live by a code or standard, or she 
may believe in order for all and favor a strong, organized 
government. 


Lawful neutral is the best alignment you can be because it 
means you are reliable and honorable without being a 
zealot. 


Neutral, “Undecided”: A neutral character does what 
seems to be a good idea. She doesn’t feel strongly one 
way or the other when it comes to good vs. evil or law vs. 
chaos. Most neutral characters exhibit a lack of conviction 
or bias rather than a commitment to neutrality. Such a 
character thinks of good as better than evil—after all, she 
would rather have good neighbors and rulers than evil 
ones. Still, she’s not personally committed to upholding 
good in any abstract or universal way. 


Some neutral characters, on the other hand, commit 
themselves philosophically to neutrality. They see good, 
evil, law, and chaos as prejudices and dangerous 
extremes. They advocate the middle way of neutrality as 
the best, most balanced road in the long run. 


Neutral is the best alignment you can be because it means 
you act naturally, without prejudice or compulsion. 


Chaotic Neutral, “Free Spirit”: A chaotic neutral 
character follows his whims. He is an individualist first and 
last. He values his own liberty but doesn’t strive to protect 
others’ freedom. He avoids authority, resents restrictions, 
and challenges traditions. A chaotic neutral character does 
not intentionally disrupt organizations as part of a 
campaign of anarchy. To do so, he would have to be 
motivated either by good (and a desire to liberate others) 
or evil (and a desire to make those different from himself 
suffer). A chaotic neutral character may be unpredictable, 
but his behavior is not totally random. He is not as likely 
to jump off a bridge as to cross it. 


Chaotic neutral is the best alignment you can be because 
it represents true freedom from both society’s restrictions 
and a do-gooder’s zeal. 


Lawful Evil, “Dominator”: A lawful evil vilain 
methodically takes what he wants within the limits of his 
code of conduct without regard for whom it hurts. He 
cares about tradition, loyalty, and order but not about 
freedom, dignity, or life. He plays by the rules but without 
mercy or compassion. He is comfortable in a hierarchy 
and would like to rule, but is willing to serve. He 
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condemns others not according to their actions but 
according to race, religion, homeland, or social rank. He 
is loath to break laws or promises. 


This reluctance comes partly from his nature and partly 
because he depends on order to protect himself from 
those who oppose him on moral grounds. Some lawful 
evil villains have particular taboos, such as not killing in 
cold blood (but having underlings do it) or not letting 
children come to harm (if it can be helped). They imagine 
that these compunctions put them above unprincipled 
villains. 


Some lawful evil people and creatures commit themselves 
to evil with a zeal like that of a crusader committed to 
good. Beyond being willing to hurt others for their own 
ends, they take pleasure in spreading evil as an end unto 
itself. They may also see doing evil as part of a duty to an 
evil deity or master. 


Lawful evil is sometimes called “diabolical,” because 
devils are the epitome of lawful evil. 


Lawful evil is the most dangerous alignment because it 
represents methodical, intentional, and frequently 
successful evil. 


Neutral Evil, “Malefactor”: A neutral evil villain does 
whatever she can get away with. She is out for herself, 
pure and simple. She sheds no tears for those she kills, 
whether for profit, sport, or convenience. She has no love 
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of order and holds no illusion that following laws, 
traditions, or codes would make her any better or more 
noble. On the other hand, she doesn’t have the restless 
nature or love of conflict that a chaotic evil villain has. 


Some neutral evil villains hold up evil as an_ ideal, 
committing evil for its own sake. Most often, such villains 
are devoted to evil deities or secret societies. 


Neutral evil is the most dangerous alignment because it 
represents pure evil without honor and without variation. 


Chaotic Evil, “Destroyer”: A chaotic evil character does 
whatever his greed, hatred, and lust for destruction drive 
him to do. He is hot-tempered, vicious, arbitrarily violent, 
and unpredictable. If he is simply out for whatever he can 
get, he is ruthless and brutal. If he is committed to the 
spread of evil and chaos, he is even worse. Thankfully, 
his plans are haphazard, and any groups he joins or forms 
are poorly organized. Typically, chaotic evil people can be 
made to work together only by force, and their leader 
lasts only as long as he can thwart attempts to topple or 
assassinate him. 


Chaotic evil is sometimes called “demonic” because 


demons are the epitome of chaotic evil. 


Chaotic evil is the most dangerous alignment because it 
represents the destruction not only of beauty and life but 
also of the order on which beauty and life depend. 


On the table following, the alignments of the various creatures are abbreviated. The first letter of the abbreviation 
represents the creature's position with respect to Law and Chaos, and thus may be L, N, or C. The second letter 
represents the creature's position with respect to Good and Evil, and thus may be G, N, or E. Creatures which are 
neutral with regard to both Law vs. Chaos and Good vs. Evil would then be “NN,” but this is written as a single N for 


simplicity. 
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BASIC FANTASY MONSTER ALIGNMENTS 


ALIGNMENT 


Beasts of Burden N Giant, Cyclops CE Pegasus CG 
Ant, Giant N Giant, Fire LE Pixie N 
Antelope N Giant, Frost CE Pterodactyl/Pteranodon N 
Ape, Carnivorous N Giant, Hill CE Purple Worm N 
Basilisk N Giant, Stone N Rat (all) N 
Bat N Giant, Storm CG Rhagodessa, Giant N 
Bat, Giant N Gnoll CE Rhinoceros N 
Bear (all) N Gnome NG Roc N 
Bee, Giant N Goblin LE Rock Baboon N 
Beetle, Giant (all) N Golem (all) N Rust Monster N 
Black Pudding N Gorgon N Sabre-tooth Cat N 
Blink Dog LG Gray Ooze N Salamander N 
Blood Rose N Green Slime N Scorpion, Giant N 
Boar N Griffon N Sea Serpent N 
Bugbear CE Hangman Tree NE Shadow NE 
Caecilia, Giant N Harpy CE Shark (all) N 
Cave Locust, Giant N Hawk N Shrew, Giant N 
Caveman N Hellhound LE Shrieker N 
Centaur CG Hippooriff N Skeleton N 
Centipede, Giant N Hobgoblin LE Snake (all) N 
Chimera CE Hydra N Spectre LE 
Cockatrice N Insect Swarm N Spider, Giant (all) N 
Crab, Giant N Invisible Stalker N Sprite NG 
Crocodile N Jaguar N Squid, Giant N 
Displacer LE Kobald LE Stegosaurus N 
Djinni CG Leech, Giant N Stirge N 
Dog (all) N Lion N Tentacle Worm N 
Doppleganger N Living Statue (all) N Tiger N 
Dragon, Black CE Lizard, Giant (all) N Titanothere N 
Dragon, Blue LE Lizard Man N Treant CG 
Dragon, Gold LG Lycanthrope, Werebear CG Triceratops N 
Dragon, Green LE Lycanthrope, Wereboar N Troglodyte CE 
Dragon, Red CE Lycanthrope, Wererat LE Troll CE 
Dragon, Sea N Lycanthrope, Weretiger N Tyrannosaurus Rex N 
Dragon, White CE Lycanthrope, Werewolf CE Unicorn/Allcora CG 
Dragon Turtle N Manticore LE Urgoblin LE 
Dryad N Medusa LE Vampire CE 
Efreeti LE Mermaid N Water Termite, Giant N 
Elemental (all) N Minotaur CE Weasel/Ferret, Giant N 
Elephant N Mountain Lion N Whale (all) N 
Fish, Giant (all) N Mummy LE Wight LE 
Fly, Giant N Nixie N Wolf N 
Frog/Toad, Giant N Ochre Jelly N Wraith LE 
Gargoyle CE Octopus, Giant N Wyvern NE 
Gelatinous Cube N Ogre CE Yellow Mold N 
Ghoul CE Orc LE Zombie N 
Giant, Cloud N Owlbear N 
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INTRODUCTION 


Alignment: A Basic Fantasy Supplement (hereinafter “the Supplement”) is 
based on the System Reference Document v3.5 ("SRD"), which is Open Game 
Content. The text of the Open Game License itself is not Open Game 
Content. Instructions on using the License are provided within the License itself. 


Designation of Open Game Content: The entire text of the Supplement 
(except the Open Game License, as noted above) is Open Game Content, 
released under the Open Game License, Version 1.0a (reproduced below) as 
described in Section 1(d) of the License. Artwork incorporated in this 
document is not Open Game Content, and remains the property of the 
copyright holder. 


Designation of Product Identity: Product identity is not Open Game Content. 
The following is designated as product identity pursuant to OGL v1.0a(1)(e) 
and (7): (A) product and product line names, including Basic Fantasy Role- 
Playing Game, Basic Fantasy RPG, and BFRPG, as well as the phrase “make 
mine Basic”; (B) all artwork, logos, symbols, graphic designs, depictions, 
likenesses, formats, poses, concepts, themes and graphic, photographic and 
other visual representations, including the “eye” logo, which is the personal 
mark of Chris Gonnerman for his various products, and which is Copyright © 
2002 Chris Gonnerman, and the “Scribbled Dragon,” which is Copyright © 2005 
Erik Wilson; (C) logos and trademarks, including any trademark or registered 
trademark clearly identified as product identity by the owner of the product 
identity, and which specifically excludes the open game content. 


More information on the Open Game License can be found at: 
http://www.wizards.com/d20 
OPEN GAME LICENSE VERSION 1.0A 


The following text is the property of Wizards of the Coast, Inc. and is Copyright 
2000 Wizards of the Coast, Inc ("Wizards"). All Rights Reserved. 


1. Definitions: (a)"Contributors" means the copyright and/or trademark owners 
who have contributed Open Game Content; (b)"Derivative Material" means 
copyrighted material including derivative works and translations (including into 
other computer languages), potation, modification, correction, addition, 
extension, upgrade, improvement, compilation, abridgment or other form in 
which an existing work may be recast, transformed or adapted; (c) "Distribute" 
means to reproduce, license, rent, lease, sell, broadcast, publicly display, 
transmit or otherwise distribute; (d)"Open Game Content" means the game 
mechanic and includes the methods, procedures, processes and routines to 
the extent such content does not embody the Product Identity and is an 
enhancement over the prior art and any additional content clearly identified 
as Open Game Content by the Contributor, and means any work covered by 
this License, including translations and derivative works under copyright law, 
but specifically excludes Product Identity. (e) "Product Identity" means product 
and product line names, logos and identifying marks including trade dress; 
artifacts; creatures characters; stories, storylines, plots, thematic elements, 
dialogue, incidents, language, artwork, symbols, designs, depictions, 
likenesses, formats, poses, concepts, themes and graphic, photographic and 
other visual or audio representations; names and descriptions of characters, 
spells, enchantments, personalities, teams, personas, likenesses and special 
abilities; places, locations, environments, creatures, equipment, magical or 
supernatural abilities or effects, logos, symbols, or graphic designs; and any 
other trademark or registered trademark clearly identified as Product identity 
by the owner of the Product Identity, and which specifically excludes the 
Open Game Content; (f) "Trademark" means the logos, names, mark, sign, 
motto, designs that are used by a Contributor to identify itself or its products or 
the associated products contributed to the Open Game License by the 
Contributor (g) "Use", "Used" or "Using" means to use, Distribute, copy, edit, 
format, modify, translate and otherwise create Derivative Material of Open 
Game Content. (h) "You" or "Your" means the licensee in terms of this 
agreement. 


2. The License: This License applies to any Open Game Content that contains 
a notice indicating that the Open Game Content may only be Used under 
and in terms of this License. You must affix such a notice to any Open Game 


Content that you Use. No terms may be added to or subtracted from this 
License except as described by the License itself. No other terms or conditions 
may be applied to any Open Game Content distributed using this License. 


3.Offer and Acceptance: By Using the Open Game Content You indicate Your 
acceptance of the terms of this License. 


4. Grant and Consideration: In consideration for agreeing to use this License, 
the Contributors grant You a perpetual, worldwide, royalty-free, non-exclusive 
license with the exact terms of this License to Use, the Open Game Content. 


5.Representation of Authority to Contribute: If You are contributing original 
material as Open Game Content, You represent that Your Contributions are 
Your original creation and/or You have sufficient rights to grant the rights 
conveyed by this License. 


6.Notice of License Copyright: You must update the COPYRIGHT NOTICE 
portion of this License to include the exact text of the COPYRIGHT NOTICE of 
any Open Game Content You are copying, modifying or distributing, and You 
must add the title, the copyright date, and the copyright holder's name to the 
COPYRIGHT NOTICE of any original Open Game Content you Distribute. 


7. Use of Product Identity: You agree not to Use any Product Identity, including 
as an indication as to compatibility, except as expressly licensed in another, 
independent Agreement with the owner of each element of that Product 
Identity. You agree not to indicate compatibility or co-adaptability with any 
Trademark or Registered Trademark in conjunction with a work containing 
Open Game Content except as expressly licensed in another, independent 
Agreement with the owner of such Trademark or Registered Trademark. The 
use of any Product Identity in Open Game Content does not constitute a 
challenge to the ownership of that Product Identity. The owner of any Product 
Identity used in Open Game Content shall retain all rights, title and interest in 
and to that Product Identity. 


8. Identification: If you distribute Open Game Content You must clearly 
indicate which portions of the work that you are distributing are Open Game 
Content. 











9. Updating the License: Wizards or its designated Agents may publish 
updated versions of this License. You may use any authorized version of this 
License to copy, modify and distribute any Open Game Content originally 
distributed under any version of this License. 


0. Copy of this License: You MUST include a copy of this License with every 
copy of the Open Game Content You Distribute. 


1. Use of Contributor Credits: You may not market or advertise the Open 
Game Content using the name of any Contributor unless You have written 
permission from the Contributor to do so. 


2. Inability to Comply: If it is impossible for You to comply with any of the terms 
of this License with respect to some or all of the Open Game Content due to 
statute, judicial order, or governmental regulation then You may not Use any 
Open Game Material so affected. 


3. Termination: This License will terminate automatically if You fail to comply 
with all terms herein and fail to cure such breach within 30 days of becoming 
aware of the breach. All sublicenses shall survive the termination of this 
License. 


4. Reformation: If any provision of this License is held to be unenforceable, 
such provision shall be reformed only to the extent necessary to make it 
enforceable. 


5. COPYRIGHT NOTICE 
Open Game License v 1.0 Copyright 2000, Wizards of the Coast, Inc. 
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